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dungeon. 

Theron turned around. ‘Who speaks to me In my 
nightmare?" 


No dream. No nightmare. 

"Shout yourself?" Theron commanded. 

Cannot. 

"I demand It!" He raised his hand from his cloak In a 
gesture of magical power, then drew In his fist and recited a 
Spell of Seeing. 

Faintly, a globe of light appeared before the doors, then 
ebbed. Theron repeated the magic gesture. The light grew 
brighter. 

It was the sphere of crystal from the Cray Lord's laboratory. 
And shrouded within in it stood a figure of white, its features 
obscured. 

"Theron," the figure rasped. 

Theron took three steps backwards. ’Master?" 




























































Look into their souls and see what they were made of. 
Look. 


Theron looked. 


thmugh U, of violence and despair 


dungeon doors, searching a 
Is and shafts to the Hall 
’ of gloom rolit 


Of death. 

On the walls of 1 he wretched catacomb he saw mirrors, a 
In them the frozen champions. Men, women, dwarves, el ¬ 
and creatures he had never seen Defore- a lizard-man, a < 
thing. Their glazed eyes suired at him as if in enlrealy - 
Help us, free us. 


i face of an elu 


i. She w 

























































































































































































Vour Champions 





een which shows their name, their status and what they 
: holding in their hands. 

i| The three bar graphs show, from left to right, the 
111 champion's health, stamina, and Mana. When a 
champion Is Injured the health graph will drop. 
When It reaches zero, the champion wilt die. When 
stamina drops below half the champion's carrying 
capacity will drop. The Mana graph will drop as 
the champion uses magical energy to cast spells. 
Each champion has two hands. The hand on the left 
• is the "ready" hand. It holds ammunition for range 
weapons such such as bows or crossbows. A range 
weapon will not work unless the ready hand holds 
the ammunition it needs. After firing a range 
weapon, the ready hand will automatically draw 
new ammunttion from the quiuer. 
ojl. The hand on the right Is the "action ’ hand in which 
(he champion normally holds a weapon or other 
"action" object. An action object has special 
abilities. For example, a sword can thrust or a 
wand may cast magical power. Note: some 
actions that a weapon or object can do may be 
beyond the current abilities of a particular 
champion. For example, a novice fighter may need 
to practice swinging a sword before he or she can 
advance to parrying or thrusting. Also, some 
objects, such as a bow. may require the champion 
to have another object, such as an arrow, in the 
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empty Pask. 
















ly spot for small object 


H The backpack is a general-purpose place for storing 
any "size ' *** en ° uah mom ^ ^ttenteen objects of 


a 


Should a champion become injured, lhe box around 
the injured body part will change to red. Injuries 
affect the champion's abilities in ways that are 
related to the location of the wound. Injuries can be 
cured by drinking heating potions. 


i -i-iJ iL Objects a 

IS 


d bu mooing the 
use button. This i 


] The champion can eat food or drink water or potions 
by moving them to the mouth and pressing the 
mouse button. Only edible objects may be 
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Adding the influence of form lo a spell channels die spell 
into a specific direction. The invocation of the form HATH. 
as an example. Imparts explosive force to the selected 
element. Form is not required for alt spells, but Its influence 
greatly Increases the versatility of a spell. 


77ie Influence of alignme n 

man: his professions ai , ......... 

Thus, these influences arc less predictable and 
great deal of Mana lo control. The noulce would be well 
advised to leave this Influence to the master and the master 
would be well advised lo avoid this influence whenever 
possible. 


lo higher levels of proffcicnctj. And. only caution will spare 
him from foolish mistakes. 
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Spell Symbols 


The pouier symbols are Ihe starling point for at 
Where the other symbols give substance to spci . 
symbols impart strength. Starting from the < 
symbol, LO, up to the most powerful, MON, the sp 


Eciflc spell of the next level should ah 


M UM controls and directs the forces of stupidity and 
lethargy. Its weakening effect on other syllables Is 
i drastic than LO, so spells of this power require 


The effect of the syllable ON Is that of equality. The 
natural strength of the other syllables In Ihe spell 
the power of the finished incantation. 


direction. UM's dull comers have become Ihe sharp 
points of Ihe symbol EE. Speed and intelligence are 
Ihe forces lhat combine to make spells of Ibis symbol 
more powerful (and costly) than normal. 


> ^ 
A S 


The basis for Ihe symbol P- . 
scholars, bul Ihe effect of the s 




n control spells of Ih 










FORM 


The queen of venom, the black-widow spider 
brandishes a single spot of color on her otherwise jel- 

thal lime will soon run out for the unfortunate soul she 
bites. In the symbology of magic, the hourglass 
represents the syllable VEti< which encompasses and 
conducts all things poisonous. 

EW depicts the head and arm of a beast. This syllable 
is used 10 fashion the elemental component into the 
form of a creature. Though the conjuration of 
elementals Is still only a theoretical possibility, the 
syllable Is still useful to 'sculpt' a spell to affect only 
the monsters targeted. 

The expanding lines of the symbol HATH characterize 
the shockwaves emanating from a single source. This 
follows, for the syllable HATH imparts explosive force 
to spells which already Involve energetic elements 


IR abstracts the arc of a wing, and, appropriately, 
imparts the ability to float or fly to a casl spell. By 
gluing motion to Ihe completed incantation, the spell 


The reciprocal arms of Ihe symbol BRO represent Ihe 
mutual support and honesty of true friendship. 
However, recent usage of this construct has drawn 







CLASS/ALIGNMENT 


DAIfl depicts the spell leaving the magician's i 
f ' staff, and in turn conjures the realm of the wizarc 
draws around the skills and power of their art. 


tiETA Is Influenced far less by the natural forces. 
Instead, the power of this symbol is related to the 
magic-user's standing with his or her god. But the 
favor of a deity is not easily bottled, so potions 


having this Intent are rarely effective. 


zped with this syllable. Fortunately, It 
a somewhat cooperative form of energy 
Hj easy to channel once the magic-user 
w to draw it forth. 


» SAR is the effective opposite of RA. The symbol 
depicts the head of a demon. The demon stands for 
darkness and evil and the guardian of night, the moon. 
The power of darkness is great bul unruly, so magic- 
users must expend more of their own Marta energy 
when attempting to control IL Evil owes no 
allegiance, and is therefore an inherently dangerous 


POWER 
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UO UM OH EE PAL MOH 

ELEMENTAL INFLUENCE 

ffl 0 ?_ 99 

YA VI OH FUL DES TO 

FORM 
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VEN EW KATH IR BRO OOR 
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